





















This booklet provides the basic information needed by a player just starting in 
Lineage: The Blood Pledge. Much more detailed information can be found at 

http://www.lineage-us.com 

Like all Massive Multiplayer Online Roleplaying Games, Lineage is constantly 
changing and evolving. Be aware that future changes in the game may make 
some of this information obsolete; be sure to check the website regularly for 
news on updates. 

Registration and Installation 

Before you can play Lineage: The Blood Pledge, you must first do the following: 
Register for an account at www.lineage-us.com. 

Insert your Cl) into your CDROM drive. The install routine should begin auto¬ 
matically*. 
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Run the Lineage shortcut icon from your desktop. 

* Install will not begin if your Autorun feature is not enabled. You may begin the 
install process manually by going to your CD directory and running the launch- 
er.exe file. 














































































Class* 

KNIGHT 



Knights arc dedicated warriors, able to use all weapons and armor to their full 
potential. They have no ability' to use magic whatsoever. Knights should be creat¬ 
ed with high Strength and Constitution. They begin play in the Hidden Valley, 
with a dagger and a leather jacket. 



Wizards are masters of magic. Because they have devoted themselves to the pur¬ 
suits of the mind, they lack skill with physical combat, and they can wear only the 
lightest armor. Wizards should be created with a high Intelligence, and a good 
Wisdom and Constitution are also useful. They begin play on the Singing Island, 
with a dagger and leather jacket. Wizards acquire first level spells at level 4, and 

every four levels thereafter, up to the tenth level of spells. MM 






















ELF 








Ancient and wise, the HI veil folk live apart in their own territories, hut a few of 
the younger and more impetuous Elves will venture out into human society for 

adventure and companionship. Elves are masters of the bow, and also very 
skilled in natural magic. 


Among their own people, Elves do not use money. The economy of the Elven Forest 
is based on gathering natural resources and using them to create useful items. 

Elves should be created with a high Dexterity and Constitution, and Intelligence 
and Wisdom are also useful. They begin play in the Elven Forest, with a bow and 


a wooden jacket. Elves acquire first level spells at level 8, and a new level every' 
8 levels thereafter, up to the fifth level of spells. 



Blood descendants of the hereditary rulers of the land. Princes and Princesses 
are trained from birth in the arts of war and rulership. They are competent war¬ 
riors and have some grasp of the principles of magic, but their greatest power is 

the power to lead. Only a Prince or Princess can form a Blood Pledge and 
become the ruler of a castle. 
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Statistics 

The first six stats below are selected during character creation. 

Strength. Determines, along with your level and Dexterity, your chance of hitting 
an enemy in combat, as well as how much damage you do in non-ranged combat. 

Dexterity. Determines, along with your level and Strength, your probability of 
hitting an enemy in combat. 

Intelligence. Determines the amount of power you have for your spells. 

Constitution. Determines the amount your hit points improve each time you go 
up a level, and the speed with which your hit points will regenerate. 

Wisdom. Determines the amount your magic points will improve each time you 
go up a level. 

Charisma. Determines the number of creatures or hirelings you can summon, 
tame or hire. For Princes and Princesses, it determines the maximum number of 
members in your Blood Pledge. 

Armor Class. Based on the armor you’re wearing and protective magic in use, 
Armor Class determines your chance of being hit in combat, and can reduce 
damage if you are hit. Note that lower Armor Class is better. 

Hit Points. How much damage you can battle before dying. Hit Points regenerate 
after they are lost. They can be restored more quickly through magical healing. 

Magic Points. Your reserve of power which you can draw upon for casting 
spells. Magic Points regenerate after they are used. 






































To Move, place your mouse cursor in the direction you wish to go and 
left-click or left-click-and-hold. Your character will turn in that direction 
and begin to move. You will stop when you reach the point you clicked on 
or the point where you stopped holding the button. 

You can change your facing without moving by holding down s and 
clicking in the direction you wish to turn. 

To Fight a person or creature, position your mouse cursor over it. The 
cursor will change to a sword icon. Move within range and click to attack. 
Each time you click on the enemy you will make an attack, until the battle 

is over. 



If you need to attack an NPC, hold c and position your cursor over 
him. The cursor will change to a sword icon, and you can click to attack. 


Note that attacking peaceful NPCs can result in unpleasant repercussions 
to your character, up to and including death at the hands of guards. 
(Sometimes, however, it is necessary to attack an NPC.) 










To Talk to an NPC, position your mouse cursor over him. The cursor will 
change to a mouth icon. Click to speak to the NPC. 

To Pick Up an item, position your cursor over it. The item s name will 
appear. Click on it to add it to your inventory. 

To Use an item from your inventory; double-click on it. Weapons and 
wearable items will be readied. Useable items (such as potions) will be used. 
To unready an item, double-click on it. With some items you may have to dou¬ 
ble-click twice to fully unready it, as the first double-click will only "turn off’ 
its effects. For example, if you are using a Cloak of Invisibility, the first double¬ 
click will turn off the invisibility, the second will unready the item. 

You can discard an item from your inventory by clicking and dragging it 
from your Inventory Window to open ground. 

Some items are used automatically when you talk to an appropriate NPC, for 
example trading items in your possession for a service, or combining raw 
materials in your possession to create something new. 
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Communicating and Trading 

Your chat window, at the bottom of your screen, is used to communicate with 
other PCs. (It can also be used as a command line to enter a number of useful 
text commands — see Chat Commands, p. 14.) 

To talk normally, simply type in the chat window. When you e the text will appear 
in the chat window and on screen, and will be visible to anyone sharing the 

screen with vou. 
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Shouting. You can “shout” by preceding your text with an exclamation point 
(!). A shout is visible in the chat window for some distance beyond your current 
location. For example: 

ITAKE COVER 

Whispering. This allows you to address another character privately, without 
risk of being overheard. You can Whisper to anyone currently logged in to the 
game, regardless of your location. Whisper by preceding your text with 
“[NAME], where [NAME] is the name of the PC being addressed. To scroll 
through the list of players whom you have Whispered, type [“] and press up 
arrow/down arrow 

To whisper to a PC named Lucy, type: 

“Lucy I’m wailing by the bridge. j 

















I Part) Conversation. This allows you to communicate only to other members of 
your hunting party, without being overheard by others. Party conversation is pre¬ 
ceded by a number sign (#). For example: 

K #Ogre heading your way! 

Blood Pledge Conversation. Similar to Part) Conversation, except it can he 
| heard by all members of your Blood Pledge. Blood Pledge conversation is pre¬ 
ceded by For example: 

I @Everybody meet in Kent. 

Chatting. Chatting can be “heard" by everyone currently logged into the game. 
Only PCs above level 30 can chat. Chatting is preceded by &. For example: 

| &Selling cloak of invisibility. Whisper me for price. 

HUNTING PARTIES 

A hunting part) is an informal group of players banded together to help each other 
kill monsters and gather treasure. Hunting parties are created through use of the 
/invite | NAME | command, which invites the named character to join your party. 

You may leave the hunting part) at any time through use of the /outparty command. 























































Magic 

Magic spells are accessed through your magic book. Open the hook to the page 
containing the appropriate spell, and double click to cast it. 

I p to four spells can he mapped to hotkeys [F9 | to |F12] , 

There are 10 spell levels. Wizards may learn all 10 (learning a new spell level 
every 4 experience levels). Elves may learn levels 1 through 5 (learning a new 
spell level every' 8 experience levels), and Princes levels 1 and 2 (at levels 10 

and 20 respectively). 

There are five first level spells. First level spells are gained at level 4 for Wizards 
level 8 for Elves, and level 10 for Princes. They are: 

i Heal. Heals a small amount of combat damage. 


j Light. Illuminates the immediate vicinity. 

r Shield. Provides a small amount of additional protection from damage. 
1 Energy Bolt. Does a small amount of damage to a specific target, 
f Teleport. Sends the caster to a random location nearby. 



































The following commands can be run from the chat window. There are many 
more advanced commands which are not listed here for reasons of space. Most 
of these advanced commands have to do with administering a Blood Pledge. 



/banish [name] bans party member 

/bookmark | location name | marks 
your current location (a ‘‘bookmark’’ 
allows you to return to a specific 
place through use of magical telepor- 




tation). Note that certain locations in 
the game can not be bookmarked. 

/bookmark opens your bookmarks. 

/bubble enables a bubble around all 

text in the play screen. 




























/chat off (on) turns the chat off (on). 

/exclude [players name] excludes 
the player from the chat and private 
messaging. 

/F5 - F8 | item name | assigns a hot¬ 
key to an item. (Type F6, not [F6 1 ). 

/F9 — F1 2 [ spell name | assigns a hot¬ 
key to a spell. (Type F9, not [F9 1 ). 

/Fa lists all the shortcut keys | [F1 ) - 
[ F 9 H with items and magic spells 
assigned to each key. 

/getall enables you to automatically 
pick up all items at your location. 

/invite [naniel invites a player into a 
hunting party. 

/join allows you to join a certain 
Blood Pledge, you have to be facing 
the leader of the Blood Pledge to use 
this command. 

/leave removes vou from a Blood 

# 

Pledge. 




/loc tells vou vour current location 

# j ^ ”" j i 

in a set of Five digit numbers. 

/music on turns the sound on. 

/obscene off (on) turns the obscene 
language Filter off (on). 

/outparty removes you from the cur¬ 
rent party 

/party lists the current party members 

/pledge provides information about 
your Blood Pledge. 

/sound off turns the sound off. 

/trade initiates a trade window with 
the player you are facing. 

/uptime tells you how long the server 
has been running. 

/ver tells vou the version of the server. 

# 

/whisper off (on) turns Whisper off 
(no one can Whisper to you) or on. 

/w ho | name | tells you if the player is 
online. 

/who tells you how many users are 

# # 

on the server. 























Ref Ca rd 

(7) Help Menu 

[Ctrl p H Change chat window size on 

your screen. 

[Ctrl [ x] Select last spell and cast it 

automatically. 
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[Ctrl f p] Capture a screenshot. All 

screenshots are stored in your 
Lineage folder under the file 

names: UnC####.tga. Each 
screenshot is 600KB. 



To Shout, type:! | message | 

To Whisper a player type: 

NAME | message | 

To talk to your hunting party type: 

# | message | 


Left-click ... on ground to move 

... on enemy to attack 
... on NPC to talk 
... on object to pick up. 

[Shift[ -click to change facing without 

moving. 

[Ctrl [-click on NPC to attack. 



Manual created by 
Incan Monkey God 
Studios; cover design 
by Joel Shively. 
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Visit us at www.lineage-us.coni 






System Requirements 

Windows 98/Me/Windows NT 4.0 SP3 

or Windows 2000 
Pentium II 350MHz or higher 
Main memory 128M or higher 
Video card supports 640x480x16bpp 

Internet connection (modem or LAN) - 

More than 900MB Hard Disk Space 
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TEEN 


Violence 






































































